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AMENDMENTS TO THE CLAIMS: 

This listing of claims will replace all prior versions, and listings, of claims in the 
application: / 



15. (New) A game management method of a game server which provides for a 



first game ^]^¥tu^belongin^^^ 

communication network out of a plurality of players who are previously registered a 
game in which a plurality of characters are respectively operated by the plurality of 
players, comprising the steps of: 

(a) transmitting to said first game apparatus log-in identification information for 
identifying log-in/log-out with regard to each of the plurality of characters; 

(b) transmitting to said first game apparatus, irrespective of log-in/log-out, 
property information in which what property each of said plurality of characters has in a 
game world is described; and 

(c) transmitting a log-in operation request, at a time of receiving from said first 
game apparatus first operation information indicative of a first operation directed to a 
specific character being in a log-out state out of the plurality of characters, to a second 
game apparatus belonging to a second player who operates the specific character. 

16. (New) A game management method according to claim 15, wherein said game 
server holds for each of the plurality of players transmission identification information 
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for identifying permission/prohibition of transmitting the log-in operation request issued 
from any of the players, 

said game management method further comprising the step of (d) returning to said 
first game apparatus a message without transmitting to said second game apparatus the 
log-in operation request when the transmission identification information assigned to said 
"'secondplayerindicates-prohibition- 

17. (New) A game management method according to claim 15, wherein said game 
server holds for each of the plurality of players transmission identification information 
for identifying permission/prohibition of transmitting the log-in operation request issued 
from a part of the players, 

said game management method further comprising the step of (d) returning to said 
first game apparatus a message without transmitting to said second game apparatus the 
log-in operation request when the transmission identification information assigned to said 
second player indicates prohibition with regard to said first player. 

18. (New) A game management method according to claim 15, further comprising 
the step of (d) returning a message to said first game apparatus when a log-in operation 
denial is returned from said second game apparatus responding to the log-in operation 
request. 

19. (New) A game management method according to claim 15, wherein said step 
(b) includes a step of (b-1) including player identification information capable of 
specifying said first player into the log-in operation request. 
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20. (New) A game management method according to claim 15, wherein the 
property information includes at least one of a name of the character, occupation of the 
character, gender of the character, age of the character, ability of the character, 
belongings of the character, and a message of the character. 

21 . (New) A game management method according to claim 15, wherein the step of 
XbTis~a"step-ofTetening-to^ 



specific character at a time of receiving from said first game apparatus second operation 
information indicative of a second operation directed to the specific character. 

22. (New) A game management method according to claim 15, wherein said game 
server holds communication-use identification information assigned to the game 
apparatus belonging to each of said plurality of players, and said step (c) is a step of 
transmitting said log-in operation request to said second game apparatus using the 
communication-use identification information assigned to said second game apparatus. 

23. (New) A game program product executed by a processor of a game server 
which provides for a first game apparatus belonging to a first player who has logged-in 
through a communication network out of a plurality of players who are previously 
registered a game in which a plurality of characters are respectively operated by the 
plurality of players, comprising: 

a first transmitting instruction for transmitting to said first game apparatus log-in 
identification information for identifying log-in/log-out with regard to each of the 
plurality of characters; 
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a second transmitting instruction for transmitting to said first game apparatus, 
irrespective of log-in/log-out, property information in which what property each of said 
plurality of characters has in a game world is described; and 

a third transmitting instruction for transmitting a log-in operation request, at a time 
of receiving from said first game apparatus first operation information indicative of a first 

"operationndirec 

characters, to a second game apparatus belonging to a second player who operates the 
specific character. 

24. (New) A recording medium which records a game program executed by a 
processor of a game server which provides for a first game apparatus belonging to a first 
player who has logged-in through a communication network out of a plurality of players 
who are previously registered a game in which a plurality of characters are respectively 
operated by the plurality of players, wherein said game program comprising the steps of: 

(a) transmitting to said first game apparatus log-in identification information for 
identifying log-in/log-out with regard to each of the plurality of characters; 

(b) transmitting to said first game apparatus, irrespective of log-in/log-out, 
property information in which what property each of said plurality of characters has in a 
game world is described; and 

(c) transmitting a log-in operation request, at a time of receiving from said first 
game apparatus first operation information indicative of a first operation directed to a 
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specific character being in a log-out state out of the plurality of characters, to a second 
game apparatus belonging to a second player who operates the specific character. 

25. (New) A game server which provides for a first game apparatus belonging to a 
first player who has logged-in through a communication network out of a plurality of 
players who are previously registered a game in which a plurality of characters are 
resp^tivelyifrp'a^ 

a first transmitting means for transmitting to said first game apparatus log-in 
identification information for identifying log-in/log-out with regard to each of the 
plurality of characters; 

a second transmitting means for transmitting to said first game apparatus, 
irrespective of log-in/log-out, property information in which what properly each of said 
plurality of characters has in a game world is described; and 

a third transmitting means for transmitting a log-in operation request, at a time of 
receiving from said first game apparatus first operation information indicative of a first 
operation directed to a specific character being in a log-out state out of the plurality of 
characters, to a second game apparatus belonging to a second player who operates the 
specific character. 

26. (New) A game control method of a game apparatus which acquires from a 
game server by a log-in operation through a communication network a game in which a 
plurality of characters are respectively operated by a plurality of players previously 
registered, comprising the steps of: 
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(a) outputting each of the plurality of characters in a different manner 
corresponding to log-in/log-out; 

(b) outputting, irrespective of log-in/log-out, property information in which what 
property each of said plurality of characters has in a game world is described; 

(c) requesting said game server, in response to a first operation directed to a 
-specificxharacterbeing^ — 

log-in operation request to a game apparatus belonging to a player who operates the 
specific character; and 

(d) outputting a message at a time of receiving in the log-out state the log-in 
operation request from said game server. 

27. (New) A game control method according to claim 26, further comprising the 
step of (e) requesting said game server to transmit the property information of the specific 
character in response to a second operation directed to the specific character, wherein 
said step (b) is a step of outputting the property information transmitted from said game 
server in response to a request of said step (d). 

28. (New) A game control method according to claim 26, wherein said game 
server holds for each of the plurality of players transmission identification information 
for identifying permission/prohibition of transmitting the log-in operation request issued 
from any of the players, 



-7- 



817334 



NAKAI 
Appl No. 10/028,311 
February 12, 2004 

said game control method further comprising the step of (f) requesting said game 
server to change the transmission identification information in response to a changing 
operation. 

29. (New) A game control method according to claim 26, wherein said game 
server holds for each of the plurality of players transmission identification information 

-for identifying permission/^^ 
from a part of the players, 

said game control method further comprising the step of (f) requesting said game 
server to change the transmission identification information in response to a changing 
operation. 

30. (New) A game control method according to claim 26, wherein the property 
information includes at least one of a name of the character, occupation of the character, 
gender of the character, age of the character, ability of the character, belongings of the 
character, and a message of the character. 

31. (New) A game control method according to claim 26, wherein said game 
server holds communication-use identification information assigned to the game 
apparatus belonging to each of said plurality of players, and said log-in operation request 
is transmitted from said game server using the communication-use identification 
information. 

32. (New) A game program product executed by a processor of a game apparatus 
which acquires from a game server by a log-in operation through a communication 
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network a game in which a plurality of characters are respectively operated by a plurality 
of players previously registered, comprising: 

a first outputting instruction for outputting each of the plurality of characters in a 
different manner corresponding to log-in/log-out; 

a second outputting instruction for outputting, irrespective of log-in/log-out, 
property information inwhiclrwhat-property-each of said-plurality-of-char-aeters-has4n-a- 
game world is described; 

a first requesting instruction for requesting said game server, in response to a first 
operation directed to a specific character being in a log-out state out of the plurality of 
characters, to transmit a log-in operation request to a game apparatus belonging to a 
player who operates the specific character; and 

a third outputting instruction for outputting a message at a time of receiving in the 
log-out state the log-in operation request from said game server. 

33. (New) A recording medium which records a game program executed by a 
processor of a game apparatus which acquires from a game server by a log-in operation 
through a communication network a game in which a plurality of characters are 
respectively operated by a plurality of players previously registered, wherein said game 
program comprising the steps of: 

(a) outputting each of the plurality of characters in a different manner 
corresponding to log-in/log-out; 
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(b) outputting instruction for outputting, irrespective of log-in/log-out, property 
information in which what property each of said plurality of characters has in a game 
world is described; 

(c) requesting said game server, in response to a first operation directed to a 
specific character being in a log-out state out of the plurality of characters, to transmit a 

"log4n-operation-request-to-a-gam^ 

specific character; and 

(d) outputting a message at a time of receiving in the log-out state the log-in 
operation request from said game server. 

34. (New) A game apparatus which acquires from a game server by a log-in 
operation through a communication network a game in which a plurality of characters are 
respectively operated by a plurality of players previously registered, comprising: 

a first outputting means for outputting each of the plurality of characters in a 
different manner corresponding to log-in/log-out; 

a second outputting means for outputting, irrespective of log-in/log-out, property 
information in which what property each of said plurality of characters has in a game 
world is described; 

a first requesting means for requesting said game server, in response to a first 
operation directed to a specific character being in a log-out state out of the plurality of 
characters, to transmit a log-in operation request to a game apparatus belonging to a 
player who operates the specific character; and 
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a third outputting means for outputting a message at a time of receiving in the log- 
out state the log-in operation request from said game server. 



